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guage Learning（CALL）からMobile‐Assisted Language Learning（MALL）へ
と移行しつつあることを実感したシンポジウムであった。同時にモバイル
端末としての iPodの価値を認めることにもなり、まさに Fraser（２００７）の






































































































れているが、Thomas（２００６）によれば２００２年にGeorgia College and State Uni-
versityが５０人の学生に配布したのが全米での初の学生配布であったとされ
ている。同氏によれば、デューク大学での初年度の配布は失敗であった。
その理由は、install first, think about the pedagogical consequences laterの姿勢で
あったからである。つまり、道具は与えたがその道具をどう使えば効果的
なのか十分に教えなかったのである。このことはデューク大学自身が初年











［３］ Second Life の可能性
iTunesUと同様に、世界中の大学が「知のオープン化」の場所としてその

























を出そうとしたのが Second Lifeであり、より organic６であると見られてい
る。こうした動きは基盤システムと Second Lifeを対立的に存在させるので
はなく、共存させてよりよい基盤システムを構築しようとする from “SL vs






















































































る。若者を Digital Nativesまたは Net Generationと称してゲームの教育効果
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Abstract
The Potential of iTunesU and Second Life
for Mobile Language Learning
Toshikazu KIKUCHI
As of April 2007, there are 580 on‐campus four‐year private universities in Ja-
pan. According to a recent report on universitymanagement, nearly a quarter of these
universities have lower student enrollments than the enrollment quota approved by
the Ministry of Education. The University Establishment Standards revised in 2001
enables on‐campus university students to obtain 60 out of the 124 credits required
to receive a bachelor’s degree through e‐learning. How each university makes use
of the 60 credits obtainable by e‐learning could be a unique and attractive feature
of a university in terms of student recruitment. The aim of this article is to shed light
on mobile language learning through iTunesU and Second Life as part of the 60 cred-
its, stressing the quality assurance of mobile learning in higher education in Japan.
The current situation of e‐learning in Japanese universities is overviewed in
Chapter 1 referring to the difference in evaluation toward e‐learning between chief
academic officers in Japan and in the United States. Educational use of podcast pro-
grams such as iTunesU is discussed in Chapter 2 and practical uses of Second Life
are introduced in Chapter 3. Teacher roles being increasingly influenced by the use
of digital tools and cyber space are argued inChapter 4with an emphasis of their roles
as facilitators.
The author stresses that language teachers in higher education in Japan develop
their teaching skills with Information and Communication Technologies to improve
the quality of education and concludes that Japanese universities should make use
of mobile learning in their school curriculum not only for on‐campus students but
also for prospective students in and outside the country.
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